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HE Game of Whiſt is ſo 
happily compounded be- 


twixt chance and ſkill, that it is 


generally eſteemed the moit cu- 
rious and entertaining of the 
cards, and 1s therefore become 
a favourite amuſement to per- 
ſons of the firſt conſequence, 
and the moſt diſtinguiſhed a- 
bilities; the great variety of 
hands and critical caſes ariſing 
from ſuch a number of cards, 
renders the game ſo nice and 
difficult, that much time and 
practice has heretofore been ne- 
ceſſary to the obtaining a toler- 
able degree of knowledge in it. 
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The following maxims were 
begun by way of memorandums 
for private uſe, and are publiſh- 
ed with a defign to inſtruct be- 
ginners, to aſſiſt the moderate 
proficient, and, in general, to 
put the players more upon e— 
quality, by diſcloſing the ſecrets 


of the game. 


The author pretends not to 
teach thoſe who are deeply 
ſkilled in the art of Whiſt, but 
hopes to merit their indulgence, 
and proſit by their admonitions, 
ſo as to correct what is amiſs, 
and improve what appears im- 
perfect. 
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LEA D ER. 


1. E GIN with the ſuit 
of which you have mojt 
in number. 

For when the trumps are out, 
you will probably make ſeveral 
tricks in it. 

2. 1f you hold equal numbers 
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in different ſuits, begin with the 


ſtrongeſt. 


Becauſe it is the leaſt liable to 
injure your partner. 

3. Sequences are always cheible 
leads. 

Becauſe they ſupport your 
partner's hand, without injuring 
your own. 

4. Lead ' from a King or Queen, 
rather than from an Ace. 

For fince the adverſaries will 
lead from thoſe ſuits which you 
do not, your ace will do them 
moſt harm. 

5. Lead from a King rather 
than from a Queen, and from a 
Queen rather than à Knave 


For 
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For the ſtronger the ſuit, the 
leſs is your partner endanger- 
ed. : 

6. Lead net from Ace Queen, 
„ Ace Knave, ill it becomes ne- 
.ceſſary. 

For if that ſuit is led by the 
adverſaries, you have a good 
chance of making two tricks 
'n It. 


7. In all ſequences to a Queen, 
Rnave, or ten, begin with the 
Dig 5 

Becauſe it will frequently diſ- 
treſs your left hand adverſary. 

8. Having Ace, King, and 
An ve, lead the King. 


For 
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For if ſtrong in trumps, you 
may wait the return of that ſuit, 
and fineſs the Knave. 


9. Having Ace, King, and 
ene ſinall cord, lead the ſmall 
one. 

For by this lead your part- 
ner has a chance to make the 
nave. 

10. Having Ace, King, and tw 
er three finall cards, play Ace and 
King if Weak intrumps, but a ſmall 
cor 4 if ffrons in them. 


For when ſtrong in trumps, 
YOu may give your partner the 
chance of making the firſt trick. 

il. Having King, Queen, and 
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one ſmall card, play the ſmall 


one. 

For your partner has an equal 
chance to win the trick ; and 
you need not fear to make King 
or Queen. 

12. Having King, Queen, and 
two or three ſmall cards, lead a 
ſmall card if ſtrong in trumps, and 
the King if weak in them. 

For ſtrength in trumps inti- 
tles you to play a backward 
game, and to give your partner 
the chance of winning the firſt 
trick ; but if weak in trumps, 
it is neceſſary to ſecure a trick 
in that ſuit, by leading the King 
or Queen, 

B 13. Hav- 
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13. Having an Ace with four 
ſmall cards, and no other good 
fit ; play a ſmall card if flrong 
in trumps, and the Ace if weak. 


For ſtrength in trumps may 
enable you to make one or two 
of the ſmall cards, altho' your 
partner ſhould not be able to 
ſupport the lead. 


14. Having King, Knave, and 
*en, lead the ten. 


For if your partner holds the 
Ace, you have a good chance of 
making three tricks, whether he 
paſſes the ten or not. 


15. Having King, Queen, and 
ten, lead the King, 


For 
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For if it falls, upon the return 
of that ſuit from your partner, 


by putting on the ten you have a 
chance of making two tricks. 


16. Having Queen, Knave, and 
nine, lead the Queen. 


For upon the return of that 
ſuit from your partner, by put- 
ting on the nine you will pro- 
bably make the Knave. 


SECOND HAND. 


I. Having Ace, King, and 
ſmall ones, play a ſmall card if 


ſtrong in trumps, but the King if 
Weak in them. 


7 For 
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For otherwiſe your Ace or 
King might be trumpt in the 
latter caſe, and no hazards ſhould 
be run with few trumps but in 
critical cates. | 


2. Having Ace, Queen, and 


fmall cards, play a ſmall one. 


For upon the return of that 
fuit you will probably make two 
ITICKS. 

3. Hing Ace, Knave, and 
full cards, play a ſmall 01:2. 


* 


For upon the return of that 
ſuit, you will probably make two 
tricks. 


2. Having Ace, ten, or nine, 
r t 
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with ſmall cards, play a ſinail 


Cie. 


For by this method you have 
a chance of making two tricks in 
the ſuit, 


5. Having King. Veen, ten, 
and ſmall cards, play the Queen. 


For by playing the ten upon 
the return of the ſuit, you will 
probably make two tricks in it. 


6. Having King, Queen, and 
[mall cards, play a ſmall card if 
firong in trumps, but the Queen if 
weak in them. 


For ſtrength in trumps war- 


rants playing a backward game, 
and 
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and 'tis always advantageous to 
keep back your adverſaries ſuit. 


| 7. 1f you hold a ſequence to your 


73570 card in the Js, play the 
[weſt of tt. 


For by this means your part- 


| ner is informed of your ſtrength 
in that ſuit. 


8. Having Queen, Knave, and 
ſmall ones, play the Knave. 


Becauſe you will in great pro- 
bability ſecure a trick in that ſuit. 


9. Having Queen, ten, and 
ſmall ones, play a ſmall one. 


For your partner has an equal 
chance to win the trick. 


10. Hav - 
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10. Having either Ace, King, 
Queen, or Knave, with ſmal! cards, 


play a ſmall one. 


For your partner has an equal 
chance to win the trick. 


11. Having either Ace, King, 
Queen, or Knave, with one ſmall 


card only, play the ſmall one. 


For otherwiſe the adverſary 
will fineſs upon you in that 
ſuit. 


12. If a Queen is led and you 
hold the King, put it on. 


For if your partner holds the 
Ace you do no harm, and if the 
King 1s taken, the adverſaries 
have played two honours to one. 


1:3. if 
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13. Va Knave is led and you 
Hold the Queen, put it on. 


For at the worſt you bring 
down two honours for one. 


13. If a King is led, and you 
hold Ace, Knave, and ſmall ones, 
play the Ace. 


For it cannot do the adverſaries 
a greater injury. 


T-H-1D-AND; 


1. Having Ace and King, play 
the Ace, and return the King. 


Becauſe you are not to keep 
the command of your partner's 
{trong ſuit, 


2. Hav- 
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2. Having Ace and Queen, play 


the Ace, and return the Queen. 


For although it may prove 
better in ſome cafes to put on 
the Queen, yet in general your 
partner is beſt ſupported by the 


method above. 


3. Having Ace and Knave, 
play the Ace, and return the 
Knave. 


The Knave is returned in or- 
der to ſtrengthen your partner's 


hand. 


4. Having King and Knave, 
play the King; and if it wins re- 
turn the Knave. 


C Becauſe 
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Becauſe it will ſtrengthen your 
partner's hand. 


5. Always put on the beſt 
when your partner leads a ſmall 
card. 


Becauſe it beſt ſupports your 


partner's hand. 


6. If you hold the Ace and 
one ſmall card only, and your 
partner leads the King; put on 
the Ace and return the ſmall 
one. 


For otherwife your Ace will 
be an obitruction to his ſuit. 


7. If you hold the King and 
ene ſmatl card only, and your 
part- 
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partner leads the Ace; if toe 


trumps are out it is good play t9 
put on the King. 


For by putting on the King, 


there 1s no obſtruction to the 
ſuit. 


FOURTH HAND: 


1. If oa King is led, and you 
hold Ace, Knave, and a ſmall card, 
play the ſmall one. 


For ſuppoſing the Queen to 


follow, you will probably make 
both Ace and Knave. 


2. When the third hand ts 
weak in his partner's lead, you 
C 2 may 
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| may often return that ſuit to great 
| advantage. 


But this rule muſt not be ap- 


plied to trumps, unleſs your are 
very ſtrong indeed. 


| CASES in which you ſhould 
return your partner's Icad 
immediately. 


1. IV ben you 1m with the Ace 
end can return an honour. 


For then it will greatly 


krengthen his hand. 


2. When he leads @ trump. 


In which caſe return the beit 
remaining in your hand (unleſs 
you 


AT Hirns 17 


you hold four originally. 


An exception to this ariſes if 
the lead is thro' an honour. 


3; When your partner has 
Fri mpe Ot. 


For then it is evident he wants 
to make his great ſuit. 


4. When you have no good card 
in any other ſuit. 


For then you are entirely de- 
pendent on your partner. 


CASES in which you ſhould 
not return your partner's lead 
immediately. 


I. If you Wwin with 4 King, 


Queen, 
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Queen, or Knave, aud have only 
jmall cards remaining. 


For the return of a ſmall card 
will more diſtreſs, than ſtrength- 
en your partner, 


2. 1f you hold a good ſequence. 

For then you may ſhew a 
ſtrong ſuit, and not injure his 
hand. . 

3. If you have @ ſtrong ſuit. 

Becauſe leading from a ſtrong 
ſuit is a direction to your part- 
ner, and cannot injure him. 

4. If you have a good hand. 


For in this caſe you have a 
right to conſult your own hand, 
and not your partners. 


5. tf 
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5. Tf you bold five trumps. 


For then you are warranted 
to play trumps if you think it 
right. 


Or LEADING TRUMPS. 


1. Lead trumps from a firong 
hand, but never from @ weak 
onc. 


By which means you will 
ſecure your good cards from be- 
ing truinpt. 


2. Trump not out with a. bad 
hand, altho' you hold five final! 


Frumps. 


For fince your cards are bad, 
it 


— 
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it is only trumping for the ad- 
verſaries good ones. 


3. Having Ace, King, Rnave 
and three ſmall trumps, play Ace 
and King. 


For the probability of the 
Queen's falling is in your fa- 
your, 


4. Having Ace, King, Knave, 
and one or two ſmall trumps, play 
the King; and wait the return 
from your partner to put on the 
Knave. 


This method is in order to 


win the Queen, but if you have 
particular reaſons to wiſh the 


trumps out, play two rounds of 
trumps 
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trumps, and then your ſtrong 
ſuit. 

5. Having Ace, King, and two 
or three ſmall trumps, lead a ſmall 


077C, 


This method 1s with a view 
to let your partner win the firſt 
trick, but if you have good rea- 
ſons for getting out the trumps 
play three rounds, or play Ace 
and King, and then proceed with 
your ſtrong ſuit. 


6. If your adverſaries are eight 
and you hold no honour, throw off 
your beſt trump. 


For if your partner has not 
two honours you have loſt the 
game, and if he holds two ho- 

D nours 
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nours it is moſt advantageous for 
vou to lead a trump. 


7. Having Ace, Queen, Knave, 


and ſinall trumps, play the Knave. 


For by this means, only the 
King can make againſt you. 


8. Having Ace, Queen, Ten, 
and one or two ſmall trumps, lead 


a ſinall one. 


For it will give your part- 
ner a chance to win the trick, 


and keep the command in your 
own hand. 


9. Having King, Queen, Ten, 
and ſmall trumps, lead the King. 


For if the King is loſt, upon 
the 
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the return of trumps you may 
fineſs the ten. 


10. Having King, Knave, 
Ten, and ſinall ones, lead the 


Nuave. 


Becauſe it will prevent the 
adverſaries from making a ima!l 
trump. 


11. Having Qucen, Knave, 
nine, and final! rrumps, lead the 
Queen. 


For if your partner holds the 
Ace, you have a good chance of 
making the whole uit. 


12. Having Queen, Knabe, 
and two or three ſmall trumps, 


lead the Queen. 
D 2 For 
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For if your partner holds the 
Ace, you have a good chance for 
making the whole ſuit. 


13. Having Knave, Ten, E:ght, 
end ſinall trumps, lead the Knave. 


For on the return of trumps, 
you may probably fineſs the Eight 


to ady; antage. 


14. Having Knave, Ten, and 
Taree ſmall trumps, lead the Knave. 


Becauſe it will moſt diſtreſs 
your adverſaries, unleſs two ho- 
nours are held on your right 
hand; the odds againſt which is 
about three to one. 


15. Having only ſmall trumps, 
begin with the higheſt. 


By 
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By this play you will ſupport 


your partner all you can. 


16. Having a ſequence, begin 
lh the higheſt. 


By this means your partner is 
beft inſtructed how to play his 
hand, and cannot poſſibly be in- 
jured. 


17. If en honour 1s turned up 
on your left, and the game much 
againſt nbi; lead a trump the firſt 
opportuni?y. 

For your game being deſpe- 
rately bad, this method is the 
moſt likely to retrieve it. 


18. In all other caſes it is 
dangerous leading thro' an honour, 


znleſs 
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unleſs you are ſtrong in trumps, or 
have a good hand. 


Becauſe all the advantage of 
trumping thro' an honour, lies in 
the fineſſing of your partner. 

19. Suppoſing bereaſter it is 
proper to lead trumps. If an 
bonour is turned up on your left, 
and yer hold only one honour 
with a finall trump; throw of 
the honeur, and next the ſmall 
que. 

Becauſe it will greatly ſtrength- 
en your partner's hand, and can- 
not hurt your own. 


20. If an honour is turned up 
an the left, and you bold a ſequence, 
vad the higheſt of tt. 


Be- 


0 
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Becauſe it will prevent the 
laſt hand from injuring your 
partner. 


21. If a Queen is turn'd up on 
the left, and you hold Ace, King, 
and a ſinall one; lead the ſmall 
erump. 


Becauſe you will have achance- 
for getting the Queen. 


22. If a Ryeen is turned up 
on your left, and you hold the 
Knave with ſmall ones, lead the 
Knave. 


For the Knave can be of no 
fervice, ſince the Queen is on 
your left. 


23. If an honour is turned up 
by 
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by your partner, aud you are ſirong 
in trumps, lead a fall one; but 
if weak in them lead the beſt you 
bave. 


By this play the weakeſt hand 
will ſupport the ſtrongeſt. 


24. If an Ace is turned up on 
the right, and you bold King, 
Queen and Knave, lead the Knave. 


For it is a ſecure lead. 


25. If an Ace is turned up on 
the right, and you hold King, 
Queen and Ten, lead the King ; 
and upon the return of trumps play 
tbe Ten. 


For by this means you ſhow 
a great ſtrength to your part- 


AT WH IS T. 29 


ner, and will probably make two 
tricks in them. 


26. If a King ts turned up on 
the right, and you hold Queen, 
Knave and nine, lead the Knave ; 


and upon the return of trumps play 
the nine. 


Becauſe it may prevent the 
ten from making. 


27. If a King is turned up on 
your right, and you hold Knave, 
ten and nine, lead the nine; and 
upon the return of trumps play the 
ten. 


Becauſe this method will beſt 
diſcloſe your ſtrength in trumps. 


28. If a Queen is turned up on 
E the 
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the right, and you Hold Ace, 
King and Knave, lead the King ; 
and upon the return of trumps play 
the Knave. | 


Becauſe youare certain tomake 
the Knave. 


29. If a Queen ts turned up 
en the right, and you held Ace, 
King and ſmall ones, lead the King; 
and upon the return of trumps 
you may fineſs, unleſs the Queen 
falls. 


For otherwiſe the Queen will 
make a trick. 


30. Va Knave vs turned up 
on the right, and you hold Kang, 
Rueen and ten, lead the Queen; 


and 


Ar 


and upon the return of trumps play 
the ten. 


For by this means you will 


make the ten. 


31. Fa Knave is turned up 
on the right, and you hold King, 
Queen and ſmall ones, lead the 
King; and if that comes home play 
a ſmall one. 


For it 1s probable your partner 
Holds the Ace. 


32. Fa Knave is turned up 
on the right, and you hold King, 
ten, or Queen, with two ſmall 
cards, lead a ſmall one; and upon 


the return of trumps play the 
ten. 


E 2 For 
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For it is five to four that your 
partner holds one honour, 


When you turn up an Honour. 


1. 1f you turn up an Ace, and 
bol only one ſmall trump ith it, 
if either adverſary leads the King, 


put on the Ace. 


For it can do the adverſaries no 
greater injury. 


2. If you turn up an Ace, and 
hold two or three ſmall trumps 
with it, and either adverſary 
leads the King, put on @ ſmall 
one. 4 


For if you play the Ace, 
you 
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you give up the command in 
trumps. 


3. Tf you turn up a King, 
and hold only one ſmall trump 
with it, and your right hand 
edvorfary leads a trump, play the 
King. 

This caſe is really ſomewhat 
doubtful, and very good players 


think differently. 


4. If you turn up a King, 
and hold two or three ſmall 
trumps wwith it, if your right hand 
adverſary leads a trump, play a 
ſmall one. 


It being the beſt way of ſecu- 
ring your King, 


5. 7 
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5. If you turn up a Queen or 
Knave, and hold only ſmall trumps 
with it, if your right hand ad- 
verſary leads a trump, put on @ 
ſmall one. 


It being the ſecureſt play. 


6. If you bold a ſequence ty 
the honour turn'd up, play it 


laſt Je 


By this means your partner 
will be the beſt acquainted with 
your ſtrength in trumps. 


Of playing for the Odd Trick. 


I. Be cautious of trumping 
eut, notwithſtanding you bave a 
good band. 


For 


For ſince you want the odd 
trick only, it would be abſurd to 
play a great game. 


2. Never trump out if your 
partner appears likely to trump a 


fſutt. 


For it 1s evidently beſt to let 
your partner make his trumps. 


3. Tf you are moderately ſtrong 
m trumps, it is right to force 
your partner. 


For by this means you Pre 
bly gain a trick. 


4. Make your tricks early, and 
be cautious of fineſſing. 


That you may not. be greatly 


in- 
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injured, tho” you fail of making 
the odd trick. 


5. If you hold a ſingle card 


of any ſuit, and only two or 


three ſmall trumps, lead the fingle 


card. 


For it will give you a chance 
of making a ſmall trump. 


GENERAL RULES. 


1. Be very cautious how you 
change ſuits, and let no arti- 


fice of the adverſary induce yon 
to do it. 


2. Keep a commanding card 


to bring in your ſtrong ſuit when 
the 
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the trumps are out, if your hand 
will admit of ſuch pretenſions. 


3. Never keep back your part- 
ners ſuit in trumps, but return 


them the firſt opportunity. 
4. If you hold a ſtrong ſuit 


and but few trumps, rather 
force your adverſaries than lead 
trumps ; unleſs you are ſtrong in 
the other ſuits likewiſe. 


5. Be ſure to make the odd 


trick when it is in your power, 


6. Always conſider the ſcores, 
and play your hand accordingly. 


7. In a backward game, you 
may often riſk one trick in or- 
der to win two; but in a for- 

FF ward 
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ward game you are to be more 
cautious; unleſs you have a good 


probability of getting up. 


S. In returning your partner's 
lead play the beſt you have, 
when you hold but three origi- 
nally. | 


9. Remember what cards drop 
from each hand, how many of 
each ſuit are out, and what 1s 
the beſt remaining card in each. 


10. Lead not originally from 
a ſuit of which you have Ace 
and Queen, Ace and Knave, or 
King and Knave ; if you hold 


another moderate ſuit. 


31, If neither of your adver- 
ſaries 
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faries will lead from the above 
ſuits, you muſt do it yourſelf 
with a ſmall card. 


12. You are ſtrong in trumps 
with five ſmall ones, or three 
ſmall ones and one honour. 


13. Do not trump a card 
when you are ſtrong in trumps, 
ard the more eſpecially if you 
Hold a ſtrong ſuit. 


14. If you hold only a few 
imall trumps, make them if 
you Can. 


15. If your partner refuſes to 
trump a ſuit of which he knows 
you have not the beſt, lead him 
your beſt trump the firſt oppor- 
tunity. 

F 2 16. If 


Fn NM A T TN 


16. If your partner has trumpt 
a ſuit, and refuſes to play 
tramps, lead him that ſuit again. 


17. Never force your part- 
ner but when you are ſtrong in 
rrumps, unleſs you. have a re- 
nounce yourielf, or want only 


the odd trick. 


18. If the adverſaries trump 
out, and your partner has a 
renonuce, give him that ſuit 
when you get the lead, it you 
think he has a ſmall trump left. 


19. Lead not from an Ace 
{uit originally, if you hold four 
in number of another ſuit. 


20. When trumps are either 
| returned 


returned by your partner, or led 
by the adverſaries, you may fi- 
neſs deeply in them; keeping 
the command all you can in 
your own hand. 


21. If you lead the King of 
any ſuit and make it, you muſt 
not thence conclude that your 
partner holds the Ace. 


22. It is ſometimes proper to 
lead a thirteenth card, in order 
to force the adverſary, and make 
your partner laſt player. 


23. If weak in trumps make 
your tricks ſoon, but when 
ſtrong in them, you may play a 
more backward game. 


| "wy Keep 
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24. Keep a ſmall card of your 
partner's firſt lead, if poſſible, 
in order to return it-when the 
trumps are out. 


25. Never force the adver- 
ſary with your beſt card of a 


ſuit, unleſs you have the ſecond 
beit alſo. 


26. In your partner's lead, 
endeavour to Keep the command 


in his hand, rather than in your 
Oven. 


27. If you have a ſaw, it is ge- 
nerally better to purſue it than 
to trump out; altho' you ſhould 
be ſtrong in trumps with a good 
ſuit. 


28. Keep 
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28. Keep the trump you turn 
up, as long as you properly can. 

29. When you hold all the 
remaining trumps, play one of 
them to inform your partner; 
and then put the lead into his 
hand. 

30. It is better to lead from 
Ace and nine, than from Ace 
and ten. 

31. It is better to lead trumps 
thro' an Ace or King, than thro' 
a Queen or Knave. 

32. If you are reduced to the 
laſt trump, ſome winning cards, 
and one loſing card only; lead 
the loſing card. 

33. If only your partner has 
trumps remaining, and he leads 

a ſuit 
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a ſuit of which you hold none; 
if you have a good quart (or ſe- 
quence of four) throw away the 


higheſt of it. 


34. If you have an Ace with 
one ſmall card of any ſuit, and 
ſeveral winning cards in other 
ſuits ; rather throw away ſome 
winning card than that ſmall 
one. 

35. If you hold only one ho- 
nour with a ſmall trump, and 
wiſh the trumps out; lead the 
honour firſt, 


36. If trumps have been led 
_ thrice, and there be two remain- 
ing in the adverſaries hands; 
endeavour to force them out. 


37. Neyer 
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37. Never play the beſt card 
of your adverſaries lead at ſecond 
hand, unleſs your partner has 
none of that ſuit. 


38. If you have four trumps, 
and the commandofalſuit where- 
of your partner has none, lead a 
ſmall card, in order that he may 
trump it. 


39. If you hold five trumps, 
with a good hand, play trumps, 
and clear your adverſaries hands 
of them. 


40. It you hold the Ace and 


three ſmall trumps when the ad- 


verſaries lead them, and have no 
particular reaſon. for ſtopping the 
ſuit, let them quietly make King 

8 and 


F 


and Queen, and on the third 
round play the Ace. 


41. Suppoſing yourſelf leader, 
with three ſmall trumps, one 
ſtrong ſuit, one moderate ſuit, 
and a ſingle card; begin with 
the ſtrong ſuit, and next lead the 
ſingle card. 


42. Be careful how you ſort 
your cards, leaſt a ſharp and cu- 
rious eye ſhould diſcover the 
number of your trumps. 


CALCULATIONS. 


1. It is about 5 to 4 that your 


partner holds one card out of any 
two. 


2. It 
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2. It is about 5 to 2, that your 
partner holds one card out of any 
three. 


3. It is about 4 to 1, that your 
partner holds one card out of 
any four. p 


4. Itis2 to 1, that your part- 
ner. does not hold a certain card. 


5. Itis about 3 to 1, that your 


partner does not hold two cards 
out of any three. 


6. It is about 3 to 2, that 
your partner does not hold two 
cards out of any four. 
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A TABLE of Chances for 


winning. 


At any fcores of the game except 8 and 
3, the odds of winning is nearly in a re- 
ciprocal proportion to the points wanted, 
as by the following table; ſuppoſing D the 
dealer, and E the elder hand. 
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The Table continued. 
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The Table continued. 
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The Table continued. 
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D and E.| D, nearly. nearly. 
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F n 
A Table ſhewing the odds of 


the dealer winning the rubbers, 
againſt the elder hand; ſup- 
poſing he has won the firſt game. 
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The Table continued. 
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The Table continued. 
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The Table continued. 
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The Table continued. 
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LAWS of the Game at WHIST, 
from HOYLE. 


1. If any perſon plays out of 
his turn, it is in the option of 
either of his adverſaries to call 
the card ſo played, at any time 
in that deal, provided it does 
not make him revoke ; or if ei- 
ther of the adverſe party is to 


lead, he may deſire his partner to 
name the ſuit he chuſes to have 


him lead; and when a ſuit is then 
named, the partner mutt play it 


if he has it. 


2. No revoke to be claimed 
till the trick is turned and quit- 
ted, or the party who revoked or 
his partner have played again. 


3. If 
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3. If a revoke happens to be 
made, the adverſe party may 
add 3 to his ſcore, and the re- 
voking party, provided they are 
up, notwithſtanding the penalty, 
muſt remain at 9g ; the revoke 
takes place of any other ſcore 
of the game, 


4. If any perſon calls at any 
point of the game, except 8, 
either of the adverſe parties may 
call a new deal; and they are 


at liberty to conſult each other 
whether they will have a new 


deal. 


5. FAIR the trump card is 
ſeen, no body ought to remind 
his partner to call, 


6. If 


ner. . 


6. If the trump- card is ſeen, 
ho honours in the preceding deal 
can be ſet up, unleſs they were 
before claimed. 


7. If any perſon ſeparates a 
card from the reſt, either of the 
adverſe parties may call it, pro- 
vided he names it, and proves 
the ſeparation ; but in caſe he 
calls a wrong card, either of the 
adverſe parties may once call 
the higheſt or loweſt card in any 
ſuit led during that deal. 


8. Each perſon ought to lay 
his card before him; after he 
has done ſo, if either of the ad- 
verſe parties mix their cards 

I with 
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with his, his partner is entitled 


to demand each perſon to lay 
his card before him ; but not 


to enquire who played any par- 
ticular card. 


9. If any perſon revokes, and 
before the cards are turned, diſ- 


covers it, the adverſe party may 
call either the higheſt or the 
loweſt card of the ſuit led, or 
have their option to call the card 
then played at any other time, 
when it does not cauſe a revoke. 


10. If a card in dealing is 
turned up, it is in the option 
of the adverſe party to call .a 
new deal, unleſs they, or ei- 
ther of them, have been the 

cauſe 
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cauſe of turning up ſuch card ; 
in which caſe the dealer has the 


option. 


11. If the Ace, or any other 
card of any ſuit is led, and it 
ſhould ſo happen that the laſt 
player plays out of his turn, 
whether his partner has any of 
the ſuitled or not (provided you 
do not make him revoke) he is 
neither intitled to trump it, nor 
to win that trick. 


12. If a card is faced in the 
pack, they muſt deal again, 
except it is the laſt card. 


13. None of the players are 
to take up, or look at their cards, 


while any perſon is dealing ; and 
I 2 if 
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if the dealer ſhould happen te 
miſs deal, in that caſe he ſhall 
deal again; and if a card is turned 
up in dealing, no new deal is to 


be called. 


14. When a card is led, if one 
of the adverſaries plays out of 
his turn, his partner is not to win 
the trick, if he can avoid it with- 
out revoking. 


I5. Every perſon ought to ſee 
that he has 13 cards dealt him; 
therefore if any one ſhould hap- 
pen to have only 12 cards, and 
does not find it out till ſeveral 
tricks are played, and that the 
reſt of the players have their 
right numbers, the deal ſtands 
good; and alſo the perſon who 


plays 
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plays with 12 cards, is to be pu- 
niſhed with each revoke, in 
caſe he has made any, but if 
any of the reſt of the players 
ſhould happen to have 14 cards, 
in that caſe the deal is void. 


16. If any perſon throws 
his cards upon the table, with 
their faces upwards, upon 
ſuppoſition that he has loſt the 
game, the adverſaries have it 
in their power to call any of 
thoſe cards, when they think 
proper, provided they do not 
make the party revoke. 


17. A and C are partners 
againſt B and D; A leads a 
club, his partner C plays 
before the adverſary B; in 

this 


6 


this caſe D has a right to play 
before his partner B, becauſe 
C played out of his turn. 


18. If any perſon ts ſure of 
winning every trick in his 
hand, he may ſhew his cards 
upon the table; but ſhould it 
ſo happen that he has any 
loſing card in his hand, he is 
then liable to have all his cards 
called. 

19. No perſon ought to aſk 
his partner whether he had 
played an | honour, while the 
cards are playing. 

20. A and C are partners a- 
gainſt Band D; A leads a club, 
B. plays a ſpade, C plays the 
King of clubs, and D plays 

a club ; 
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aclub; B diſcovers he has re- 
voked before the trick is turned. 


Query, What is the penalty? 

C may take up his card again, 
and ſo may D, and either A or 
C have it in their option to 
oblige B to play the higheſt or 
the loweſt card of the ſuit led. 


21, If any perſon calls at 
the point of 8, and his partner 
anſwers, and both the oppoſite 
parties have thrown up their 
cards, and it appears that the 
other fide had not two by ho- 
nours ; in this caſe they may 
conſult with one another about 
it, and are at liberty to ſtand the 
deal or not. 


22. And if any body anſwers, 
when 
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when he has not an honour, the 


adverſe party may conſult with 
one another about it, and are at 


liberty to ſtand the deal or not. 
23. No perſon may take new 
cards in the middle of a game, 


without the conſentof all parries. 


24. The dealer ought to leave 


to view upon the table his trump 
card, till it is his turn to play; and 


after he has mixed it with his 
other cards, no body is entitled 
to demand what card is turned 


up, but may aſk what is trumps: 


this conſequence attends ſuch 
a law, that the dealer: cannot 
name a wrong card, which he 
otherwiſe might have done, 
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